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The Rundown 
● A short history of the video game walkthrough 
● GameFAQs: more than a repository
● Motivations of the walkthrough author
● Whither the walkthrough?














When considered in whole, the literature on walkthroughs 
provides a picture of motivation but a hazy one, a composite 
sketch gleaned from the interstices of related investigations 
and decade-old interviews. Establishing the extent to which this 
sketch accounts for the motivations of all authors requires a 
methodical investigation of testimony given by the authors 
themselves.

Five Major Motivators
● Altruism
● Community belonging / social support
● Self-expression
● Recognition 
● Compensation
Shifting Mix
ALTRUISM
Credit: @syirensong
● Helping is often forward-looking; authors assume 
players will need help in future
● Helping as history, as preservation
● Comprehensively documenting the way we play
ALTRUISM

The typical expression of opening Friendship 
would be something like, ‘What? You too? I 
thought I was the only one.’ 
C.S. Lewis, The Four Loves
BELONGING

SELF-EXPRESSION
Credit: Katie Clark
RECOGNITION

COMPENSATION

WHITHER THE WALKTHROUGH?
END OF A PARATEXT?
● Migration to YouTube and Twitch
● Growth of alt-communities, e.g., Discord, 
and the decline of boards
● New subcultures for iterative play
● Too. Many. Games. 




QUESTIONS?
Michael Hughes || @mobilesworking
What motivates the authors of video game walkthroughs and 
FAQs? A study of six GameFAQs contributors
doi: http://dx.doi.org/10.5210/fm.v23i1.7925
THANK YOU FOR ATTENDING
2019 Virtual Symposium on Information & 
Technology in the Arts and Humanities
Video Games and Information Science
April 4, 2019
S u b m i t  a  w e b i n a r  p r o p o s a l  a t  
w w w . a s i s t . o r g / w e b i n a r - s e t u p
webinars@asist.org
A copy of the recording, handouts and a follow-up survey will be 
available within 48 hours.
#VISitAH
